EUCHRE

games is the winner of the rubber. For winding a game by a
score of 5 to 0, the winning side scores 3 extra points toward
rubber. This is known as a "treble" or "triple." For win-
ning a game by a score of 5 to 1 or 5 to 2, the winning side
scores % extra points toward rubber. For winning a game by
a score of 5 to 3 or 5 to 4, the winning side scores 1 extra
point toward rubber.

The side that wins rubber (two games) adds 2 points to
its total score. Opponents' score (if any) is subtracted and
the difference is the net winning margin in the rubber.

When a side is leading in the game at 4-0, 4-1 or 4-2, it is
said to be "at the bridge.'*

If it is decided not to play rubbers, then games may be
set at 5, 7 or 10 points, with settlement, if stakes are played,
being made after each game.

Each side starts with the same number of chips. Each
time a side scores, it places a chip in the pot for each point.
If a side is "euchred," it takes back % chips from the pot.
The side getting rid of all chips first is the winner.

A similar arrangement can be worked out with pencil
and paper. In this case, each side starts with the same num-
ber of points, the idea being to lose them all. Each time a
side 'is euchred, 2 points are added to its score while oppo-
nents score nothing. The points a side makes in play are
deducted from its score.

If any of the following occurs, there is a new deal by the
player next in turn:

a. If too many or too few cards are dealt to a player.

6. If the deck has not been cut and it is discovered before
the trump card is turned and before player claiming a mis-
deal has looked at any of his cards.

If any of the following happens, there is a new deal by
tie same dealer:

a.  A card is exposed in the deal.

b.  A card is found faced in dealing^ unless it is the card
to be turned.

c.  The deck is discovered to be imperfect.
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